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THE ART OF LEGEND OF THE GUARDIANS 


Simon Whitey 


PRODUCTION DESIGNER 


Wen we were handed Kathryn Lasky’s Guardians of Ga Hoole 
books back in 2007 we immediately knew this was going to 
bea rich and fulfilling project. From the outset we wanted to 
create something that looked different to the other animated 
features, a naturally chaotic world with characters that would 
react to whatever the environment threw at them but when 
lit, could deliver amazing beauty for such a dark storyline. 


As Production Designer, I began researching all the different 
species of owls that fill Kathryns pages. Studying how they 
were constructed from skeleton and muscle, to the way they 
were feathered and moved. Of the over two hundred species 
of owls in the world we ended up with a lineup of fifteen 
of the most diverse of these from the smallest Elf Owl to the 
largest Great Grey. Little did I know it would take another 18 
months to create the perfect CG owl, one that could deliver 
what was required of it for the movie. 


I would like to acknowledge the support we got from people 
who have made the study of owls their lifes work. The 
Australian Museum of Sydney for taking us through their owl 
collection and for showing us how owls work from feather to 
bone. Australias Taronga Zoo, The Featherdale Wildlife Park, 
and The Screech Owl Sanctuary in the UK who generously 
allowed us to film their owls. This footage, in conjunction 
with concept art and an extensive range of motion artwork 
created by our design team, was catalogued and used by the 


gifted team of modelers, riggers, surfacing artist, groomers 
and animators at Animal Logic. 


The initial inspiration for the environments inthe movie c 

from a helicopter shoot we did using the then new Red ne 
digital camera around the wild, south west me 
The Director Zack Snyder was lookin 
by humans and down in Tasmania's Wi 


Coast of Tasmania. 
g fora world untouched 
Iderness World Heritage 


Area we could fly like owls across an ancient magical world 
of craggy peaks, old growth forests, cascading rivers, rugged 
coastline and windswept islands. This aerial footage along 
with the early concept art and a short test with our first CG 
owl, helped greenlight the movie. 


Lastly, we had to create a rich and immersive culture that 
looked as ifit had sustained many generations of owls. A living 
world where each object was designed to be made and used 
by owls, from the tools, helmets and battle claws in Bubos 
forge, to the many books and charts in the kingdoms libraries, 
gizmos and toys in the hollows and specially prepared owl 
food laid out to eat. Once we had brought our owls to life, 
given them a world to live in and all they needed to sustain 
fulfilling lives, we were able to sha 
book, we're thrilled to be able t 
achieved this, 


re their story. Now, in this 
© share the art of how we 


Porte 


ART DIRECTOR 


Tikoae of Legend of the Guardians: The Owls of Ga Hoole is a long title. 


Once upon a time our movie was simply called Guardians of 
Ga Hoole. For brevitys sake we tended to shorten it to Guardians 
or Ga Hoole, GOG or The Owl Movie. At one point, we referred to it 
as Owls with Helmets because for some of us that was what attracted 
us to the project. We thought owls with helmets were cool. 


Whether or not you find the idea of owls wearing battle gear 
to be cool or not depends on personal taste. Chances are, if 
youve purchased this book and are reading this foreword, 
youre probably in the ‘Warrior owls are cool’ camp. If so, then 
I recommend you seek out the works of Jeff de Boer - he had 
absolutely nothing to do with our movie but his samurai warrior 
cat sculptures are a sight to behold. If you DONT find owls 
with helmets cool, it’s best if you put this book down right now, 
Or at least skip the Pages of art that are fetishistically dedicated 
to the details of avian armour. 


Inside there are not just armour designs but snippets of 
behind-the-scenes artwork of environments, characters, props 
and lighting schemes. It is only a small percentage of the total 
work produced by our art department, and the art department 
contributes only a small percentage ofa productions art. The 
rest comes from the artists who aren't lucky enough to have 


‘art’ in their department title. I'm talking about layout and 

previs, effects artists, modelers, riggers, lighters, surfacers, 

animators and R&D geniuses who are able to take simple 

things like drawings and transform them into mind bogglingly 

sophisticated moving images that poke out at you in 3D. Waite 
contribution to the Art of Owls with Helmets is hard to fit within 
160 pages of pulp-based, non-electronic, non-animating paper 
(which as of 2011 is not readily available). To appreciate their 
work I recommend watching the film again whilst constantly 
reminding yourself that what you are seeing is a blend of 
brilliant artistic minds, mathematics, silicon and electricity. 


In the meantime, to see a small slither of our movies art, please 


read on. 
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Lack Sryder 


DIRECTOR 


Iles aren't born, theyre forged. They might come into the 
world with all the right raw materials, but without undergoing 
tortuous journeys of being heated up, smacked around, and 
honed to razor sharpness, they'll never become the champions 
Fate demands of them. It's been this way since the world was 
young, when the likes of Gilgamesh, Theseus, and King Arthur, 
hardened through their personal trials, stood up to the forces of 
darkness; it persists today in print and celluloid tales of hobbits, 
Jedi knights, and boy wizards who spend their formative years 
in a cupboard under the stairs. When a hero is most needed, it 
seems the universe will pound one out on the anvil of destiny. 


I've been fascinated with mythology my whole life, and that 
grew into a greater appreciation once I became aware of 
Joseph Campbell's concept of the monomyth or hero’ journey. 
While not all heroes step on exactly the same stones on their 
paths to greatness, Campbell argued that their stories tend to 
follow broadly similar routes, even across cultures and time. 
It goes something like this: the hero leaves his home in the 
ordinary world for a strange land of adventure, and through 
challenges and lessons encountered along the way, is able to 
face death and gain a treasure that heals or enriches the world. 
Very often this treasure is simply self knowledge. 


I cant tell you what a huge privilege and joy it was to explore 
and play with these concepts within the fantastic world of 
Ga'Hoole. Sorens story is perhaps the heros journey in its purest 
form. It is a timeless, universal narrative of bravery, growth 
and sacrifice, and one that can stand alongside any of thoes 
of the heroes of legend. What makes this story exceptional 
however, is its unique setting and unforgettable characters, 
Translating Kathryn Lasky’ rich mythology from the page to 
the screen required years of dedication by a ee is 
talented army of artists and technicians, especially the rt 


and tireless folks at Animal Logic. From the Tyto Forest to the 
strongholds of the Pure Ones to the great GaHoole Tree itself, 
our eyes feast on vivid detail after vivid detail ofa fully realized, 
non-human world that feels so genuine. And the inhabitants 
of that world — be they owl, snake, bat, or echidna — are 
rendered with such realism, animated with such fluidity, and 
imbued with such humanity, that we pretty quickly forget 
theyre made of pixels; of course, the incredibly gifted voice 
cast we were lucky enough to assemble had a lot to do with 
that as well. 


Creating Legend of the Guardians: The Owls of Ga'Hoole was a 
journey filled with many challenges, but we gained a great 
treasure in the end: a film we can all be truly proud of. 


I'm incredibly grateful to have had the chance to share that 
adventure with all of you. 


Kathrys Lasky 


AUTHOR 


eee an author to learn that her book is to be turned into a 
movie is both a thrilling and scary event. It is very much like 
handing over your baby, or in this case, owl chick, to strangers. 
I went into this more than six years ago with what I can only 
describe as a wing and a prayer. I was prepared for things to be 
altered somewhat in order to condense the first three books of 
the Guardians of Ga'Hoole into a ninety minute film, the Legend 
of The Guardians: The Owls of Ga Hoole. What you hope is that the 
filmmaker will remain true to the spirit of the book and its 
characters. Animal Logic, Simon Whiteley, Grant Freckelton 
and director Zack Snyder more than exceeded these hopes. In 
fact there were many things that I wished I had figured out how 
to do in the books that the writers, designers, animators, fx and 
lighting artists and director accomplished in the film. 


For me the most exciting part was to see how they brought the 
Band to life. For ten years over the course of writing these fifteen 
books Soren, Gylfie, Digger and Twilight had become my family, 
but of course it wasa literary family and existed only in my head. 
To see these four owls so exquisitely rendered, to hear their 
voices and to watch them fly was an incomparable experience 
for me. In the scene where Soren flies through the storm 
I worked very hard to combine action and beauty. So to see it 
come to life on the screen was incredible - even though it was 


through a scrim of my own tears! 


The most delightful surprise of all was Eglantine, 
whom I feel nearly steals the show. Why didnt I make 
her more adorable in the books? Maybe this is where 
the limitations of a writer versus a filmmaker come in. 
! could go on endlessly about the brilliant treatment of the 
SUS SF <s by the artists, but Eglantine is a case in point. And I 
Now its not just the addition of her eyelashes. 


SF} a 1 ? 


=> oe - 
4 Dp) 


Another instance of the artists imagination outdistancing 
that of the writer, is the depiction of the owl armor 
The battle claws and helmets are so elegantly conceived. 
I wish I could have depicted them as brilliantly as they did. 
The weapons and the battle gear were always rather fuzzy in my 
imagination, particularly the mechanics of how they actually 
worked. If I could have seen what the artists were going to 
create it would surely have added to the richness of the writing. 
Although I have seen the movie countless times, to read this 
book is a real eye opener — almost literally! For indeed I know 
it will open my inner eye and help me as I continue creating 
fantasy worlds for young readers. 
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— Noctus explains owl mythology to his family 
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The Forest of Tyto was a location directly 
inspired by the landscapes of Tasmania. Early 
on we conducted a helicopter shoot over 
south western Tasmania, where we filmed 
miles of atmospheric landscapes, untouched 
by human civilisation. Inspired by the cradle 
lakes of the Arthur Ranges, Tyto became a 
mixture of conifer forest and mountainous 
landscapes, sprinkled with waterfalls. Its 
multilayered design allowed for greater levels 


of parallax during some of our early flying 
scenes. — Simon Whiteley 


The great thing about the family hollow was that it was up really high in a huge 
sequoia. Who wouldnt want to live there! I loved the idea that there could be a 
whole Tyto neighbourhood living in the safety of that one tree. — Chris Georgiou 
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When storyboarding a sequence, the first 
thing I do is read the script and get an idea of 
the characters and spaces I’m working with. 
In this case I tried to visualise the play-fight 
between Soren and Eg within the family 
hollow. Then, I worked on how the camera 
would capture the overall movement...getting 
from A to B with fun flaps and twists as well 
as hitting all the right acting beats. Practical 
problems included getting Soren’s claw up to 
knock off Eg’s toy beak in a way that didn't 
look too awkward within the tight hollow 
space. Working on a computer allowed for 
great textures and shadows to be created... 
helping sell the shot and conveying depth 
and light. — Adam Murphy & % 
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( 4 With most of our owl characters we strove - ez 
for realism and anatomical accuracy. With : wee 
Eglantine, we threw reality to the wind 4 £ a 
and made her as cute as possible. Real baby / / . 
barn owls are pink, fleshy, goosepimpled a ' 
creatures with long, vulture-like beaks and ; 
necks. Although they are cute in an ugly . asa { pF 
kind of way, a decision was made early on A a ” 
that we should push her design into a plush, ’ 4 . 
wide-eyed character to appeal to traditional m: 


notions of cuteness. — Simon Whiteley » » 


" E6laNTING *' 


\ law lock of hate em 
ent, ‘stat at 


 ( ¢ Eglantine’s owlipoppen, or owl doll, featured heavily in an early draft of the script. We were to a Beg ead esata 
in the Family Life sequence, and then it appeared again during a scene where Soren pane cts a is a Mee 
had been destroyed. Presuming his family dead, all that remained of his sister's memory was t ‘i ae ay RSPES : 
burnt hollow sequence was cut from the story, so we only glimpse Vivienne's whimsical design briefly during Family 


Life. — Grant Freckelton y » 
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s claws to bring the 


do a similar thing? I imagined Soren scratching the wall with hi 


I thought about how kids like to draw stories on paper and stick them up on their bedroom walls. Wh 
legends he loves to life. Of course, all his heroes are barn owls. — Charles Santoso 


wouldnt an owl 
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F THE GUARDIANS 
RT OF LEGEND © 
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(( How do you transform androgynous Barn Owls into recognisable ma and da 

archetypes? Noctus and Marella needed clear feminine and masculine traits. If . 
we were to use nature as inspiration, Marella would have been much larger and 
beefier than Noctus, because female raptors are always larger than males. We 
decided to apply traits that an audience would recognise - Marella would have a 
slightly curvacious figure, Noctus would be larger bird with a roman beak. Part of 
our process would be to cast human actors as visual reference for each character, 
so that our designers could imbue our owls with traits that might spark a hint of 


familiarity for our audience. — Grant Freckelton yy 


Rehr ear ifull 
 ¢  ¢ In the novel Guardians of Ga’ Hoole, the character of Mrs. Plithiver is Rape o as y 
to life with the help of our imaginations. We can believe that a ieee : ee 
and sympathetic nursery maid, capable of looking after the eens siemeamallyy ite 
the film, the challenge was to achieve this visually. Giving hera ae et cs 
and big eyes was the key. Thankfully, in real life, the blind nest sna ma Be. pie 
colour, so we could use this colour scheme while being truthful to the re : ae on 
I thought she should be able to use the end of her tail ike a finger on oe spam, 
gesticulate and point and grasp things with it. It was a visual key as well as a p 


device. — Don Ezard » » 
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Jassie Devil 


C{ Our Devil had to be vicious and unrestrained -a Tassie Devil on steroids. Part of 
the conceptualisation process involved illustrating action poses based on specific 


story beat panels and real life photographic reference. These could then be used 
by the riggers as a guide to test the limits of the rig with regards to story and 


wi pte as a 
~ i ’ . PF , he Ni — ——_ 
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“TWAS FORETOLD THAT THE 


BAND WOULD HESITATE, 
BUT THAT IN TIME, W | 


BECOME A FAMILY. ” 
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 ¢ The hero tends to be the hardest character to design and Soren was no different. 
Being a Barn Owl made it more difficult because their features are striking and 


ghostly, they are beautiful yet out of all the owls they're the hardest to empathise with. 
We went through a process of trying to loosen up our character sketches, discarding 

the need to be realistic so we could try and find a look that was immediately pleasing. 
The final design ended up combining these sketch explorations with a particular 
| ™ barn owl photograph that Zack felt best Bry Soren. — Simon ED BY 


RGire : | 


(( Gylfie is an Elf Owl, which is one of the smallest owls species - 
almost as small asa sparrow. As Sorens best friend, we wanted 
her to appear intelligent, feminine and a little fiesty, like she 
has spent her life compensating for her diminutive size. The 
natural markings around an Elf Owl's eyes resemble cee sO we 
heightened this feature and gave them an upturned ously on 
the top corner to give her a distinctive look. We pushed the size 
and saturation of her eyes, this made her look more intelligent and 
also meant her eyes were approximately the same size as Soren’s 
allowing her to be bea significant presence in a scene even if 


surrounded by larger characters. — Grant Freckelton > 
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Ww \ 
A Ctwitigns flies everywhere with his lute, so I had to define a 
é | > ———— 


realisitic fighting style keeping this in mind. I referenced a lot of 
\\ a elke —> footage of eagles fighting and plunging to help with the design. 
y) \— S55. My first attempt at drawing Twilight actually playing the lute 
fitted the design and proportions but was too ou 


t of character. As 
z= an animator, I thought it could block his exuber 


ant acting or over 
< _~—— complicate it. In the end, these were my favourite drawings of 
4 vA Fe Tey ea him as an inspired harpist. — Cecile Dubois-Henry yy 


“oe 


Cf Burrowing Owls naturally have great character. While they seem 
to look like serious deep thinkers, their bushy eyebrows and lanky 
legs lend to quirky character traits that really put a smile on your 
face. We tried to capture this when exploring the look for Digger, 
and the end result is convincing while keeping the fun traits of the 


character in the story. — Patrick Awa > 


“REMEMBER... WHEN YOUR WINGS ARE WEAK, YOUR SPIRIT’S DONE, 
AND YOU'VE FLOWN AS FAR AS YOU CAN... YOU RE! [ALFWAY THERE!” 


FC/MH/ pp 
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 f W Ambala Forest is a deserted area filled with Boab trees and swamps 

NEN that Twilight and Digger call their home. It isa harsh environment 
where the food is sparse and the low lying fog makes it a mysterious 
and uncomfortable place. When I was designing the interior of their 
residence I imagined that the owls may collect sticks, leaves and other 
found elements to make the space more livable. Despite the dark and 
gloomy feeling of the area, at times the afternoon sun would light up the 
tree creating a fleeting moment of beauty. — Charles Santoso @ 4 


\ 
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d the crow attack on the Band. What I liked 
nario was the ambiguity of the crows. Who were they? 
hey attacking? It turns out they are all: es of the Echidna, _ 
oint the owls do not know. It meant I could put fear ane 


re) feb 1 ee AR a ee 
he faces of the characters. — Pierre Loren 
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ehidna ‘Derch r os 


c{ A murder of tribal crows, in reality based on Australian Ravens, usher our Band to the Echidna 
rising from the Sea of Hoolemere, inspired by the landscapes of Cape Raoul in Tasmania. It isa 
directly from the stone. The gate echoes a similar structure at the Great Tree, conceived as both a navigation marker anda symboli 
right of passage - all young owls flying to the tree must first meet the Echidna and pass through the gates. The notion that owls n : 
to fly through a gate was deliberately absurd, as was the idea that an echidna would live atop a seaside spire. Thankfully the E + ae 
himself is an absurd enough character to make the scenario work. — Grant Freckelton y? = ta 


_ 


's Perch. The perch is a basalt spire 
dorned with an ornate gate carved 


Cf Echidnas are unique creatures, and castin 
: g one as the all-knowing and aged ‘“ Ms AS 
Shaman of the film, afforded a great design opportunity. War eee aris him = \ if ( | ii 
Ai W { > y yi 


look even more mysterious and lots of different decorations on his spikes : 
were tried until the final design was reached. — Don Ezard ? 
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eae e { Pai roueeketch chat Id made early in pre-production for The Stone Palace location, which 
= was eventually repurposed for the gates at the Echidna’s Perch. I felt it was really a Rreuanid rough 
a sketch but everybody was really happy with this image. One of our goals in Be Sian 
architecture was keeping the balance of an organic style combined with Moliberat ly ! ing ; 
This became a key image for our owl kingdoms architecture. — Dan Hee Ryu a 
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(( I really enjoyed doing designs for the Great Tree, 
which was one of my main tasks. I worked on tree 
designs and detailing for over two anda half years. 
This particular wide view of the tree took three 
weeks of rendering. — Dan Hee Ryu y? 
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The iconic Great Ga'Hoole Tree's design was grounded in the powerful mythology of the tree of life. It 
al and environmental connection the owls have with their world and the sense of a rt< 


alludes to the spiritu 
kinship that is found within. The scale and magic of this early piece of pre-production art was essential in = % 
1) rm 4 % 


conveying its pivotal role in the journey. — Evan Shipard 
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€ (sxe on a massive, ancient gnarled oak the Great Ga'Hoole Tree was designed around 


a collapsed volcanic plug and fashioned as if it had been struck by lightning and reborn 
countless times. — Simon Whiteley yy 
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One early version of the story took pl 
the middle of winter, exploring the i 
was compressed to only one season, 


ithout all of its leaves. When the story 
greys of St. Aggies. — Grant Freckelton 
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concept sketches for the Great Ga'Hoole tree. When 
e blue pencil drawin 


without using erasers. — Dan Hee Ryu 
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¢ The Great Tree of Ga Hoole has been 
cultivated and trained by the Guardians 
into elaborate forms of architecture, like 
an immense bonsai. Over this massive 
superstructure sit the trappings of 
civilisation, representing the diverse owl 
cultures that have come to settle and coexist 
here. In designing this bird kingdom we 
were inspired by the natural nests of Weaver 
birds and other species as well as the organic 
sculptures of artists such as Andy 


Goldsworthy. — Tim Pyman > 
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 ¢ At the centre of the tree and open to 
the sky is the Great Hall, this needed to 


accommodate several functions in the story. 
It was the main fortified landing platform 
and market place festooned with Chaw 
Banners, bridges and waterfalls. Running 
from it were the Dining Hall and Parliament 
but its primary function was as a tiered 
amphitheatre where all the owls of Ga'Hoole 
could congregate. At its core was a large fire 


which provided a constant up draft for the 
YY 


heavily armoured Guardians. —Simon Whitel 
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The Parliament is the Great Trees political 
heart. The snowy owls Boron and Barran sit at 
its centre, flanked by the leaders of the Chaws 
who serve as their trusted advisors. In the film, 
the Parliament also serves as a planetarium 
during Strix Strumas navigation class. Even 

in this solemn place the architecture is alive. 
Concept designs explored the idea of the 
Parliament being subject to the changes of the 
seasons. — Tim Pyman 
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The centrepiece of the Parliament 
ceiling is a zenithal azimuthal projection 
of the night sky. At the apex of this 
starmap is the great Glaux Constellation, 
which appears directly above the Island 
of Ga'Hoole. The owls perch on the 
projector below, from which glowing 
embers send shafts of light to any point 
on the ceiling Starmap. If they traced 

a line from there to any point on the 
horizon, say, the Echidna’ Perch, it 
would show them how to navigate 


the stars and constellations to reach 
their destination. Magnetic fields are 
also represented, as they are as vivid 
to an owl as visual landmarks are to 
us. In creating the constellations of 
the Starmap we had to come up with 
a Ga Hoolian mythology comprised 
of monsters, serpents and creatures 
both real and legendary from the 
books. Stylistically we drew from the 
x-ray paintings of the Arnhem Land 
and Kakadu regions of the Northern 
Territory of Australia, mixed with 
Asian calligraphy inspired typography 


and markings. — Felicity Coonan 
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1 & ¢ Creating ornate helmets for the King and Queen was an 

exciting challenge. I really enjoyed integrating the symbols 
of their society into the helmets and then making them 
uniquely masculine and feminine. It was also nice to take 


them past a sketch to a polished rendering. — Dale Mackie » | » | 
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Initially this design was just a general concept for what kind of rooms may b 


the Ga'Hoole Tree, but Simon Whiteley realised its potertial for the healing ow, 
because it had small nests embedded in the wall. Perfect for rows of injured cto 
recuperate and recover. — Chris Georgiou 
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One of the biggest challenges on Ga'Hoole was creating a sense of levity to contrast with the story's darker elements. This Dining Hollow 
illustration was created early in development to contrast with the more action and fantasy oriented imagery which we were creating, The scene 
was meant to evoke fun as well as imbue the realistic owls with a sense of character. The image was dressed with owlish food, such as milkberry 
tea and a roasted rat. The eventual film sequence featured a roasted Tasmanian Devil, hermit crab soup and mice on sticks, all created by 
reusing actual character models from other scenes in the film. — Grant Freckelton 
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When designing the visual culture of 
the owls, I started with real materials and 
experiences for them. What would they 
encounter, revere and value in their lives 
and stories? Sticks, bones, the elements 
of nature and an array of creatures that 
inhabit their legends became the parts 

of their visual grammar. In portraying 
these motifs I tried to avoid typical Celtic 
and western influences, and looked to 
the indigenous traditions of South East 
Asia. The ceremonial banners to the left 
were designed as a style reference I call 
‘Samurai Dreamtime. — Felicity Coonan 
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(( 


In Kathryn Lasky’ novels the owls of St. Aggies (St. Aegolius) are a 
separate faction unto themselves. This is an early design for their 
leader, the Ablah General Skench, a Great Horned Owl. In the final 
film the Tyto owls run St. Aggies, but their work force, made up 
of ‘lower breeds’ of owl, still feature this sort of crude appearance; 
matted feathers, daubed with paint and adorned with bone, 


feathers and quills. — Tim Pyman > 


THE ART OF LEGEND OF THE GUARDIANS 73 


DHR 


THR ART OF LEGEND OF Titi GUARDIANS 


eylvyb — Lyee of [viet 


({ Rzylryb is Soren's mentor - he’s wise, well travelled and battle-weary and it was i ’ 
a a his character design but also in the design of his hollow. After eNOS ce. a. a 
Grant, it was great to be able to fill his hollow with all kinds of props that reflected his life. It was Srey. with 
very cluttered set and this meant having a lot of ornaments, gadgets, books and scrolls. Ree, going to bea 
designed to fit in aesthetically with the Ga'Hoole tree, so there was a lot of finely carved wood er; res ae to be 
ouveau 


inspired props - some of which had to be interacted with while others were just for show. — Vivi . Ed we 
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Early in the production process, storyboard artists often 
require a sense of locations that have not been designed 
yet. I did these sketches to show how Bubos forge and 
equipment may look. Because owls have no hands we 
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“IT IS TIME TO SET A FIRE THAT WILL CONSUME 
THE OWL KINGDOMS AND TAKE BACK WHAT 
IS RIGHTFULLY OURS! BECAUSE WE ARE TYTOS. 
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FRUIT BAT 


TYTO STORM- 
TROOPER 


JATT & JUTT 


ST. AGGIES RAIDERS 


SLAVE OWLETS OF ST. AGGIES 
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The Pure Ones aesthetic was rooted in human 
ld War IL the Greco-Persian War and even 
create with their bare claws or from 


the Pure Ones have strong branding. 
winked at events and characters from Wor 
and easy for an owl to 


Like so many evil organisations, 
history, and Lasky’ original story 


the US Civil Rights movement. Their logo had to be simple 
found objects. A swipe of their two front talons created a double crescent shape - which served as a basis for the logo 


design. What might have started as a simple callin 
shape that could be reproduced with ivory tusks, gnar 
Ones was the contrast of red and white. 
became striking when applied to the white 


g card carved into the bark ofa raided owl hollow became an iconic 
led wood or painted onto a standard. A key motif for the Pure 


Red isa powerful colour that was meant to imply fire, blood and aggression, and 
feathers of our Tyto owls. — Grant Freckelton YF 
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Designing things for the baddies is the most fun so 


getting to design the Tyto Storm Trooper helmets 


and battle claws was a pleasure. It was fun trying to 
make the Tyto owls look scary but also have them 
read visually as minions of an overlord. I tried to give 
them a mass manufactured look with no decorative 
elements and the non-articulated crudely stitched 
leather gave them a bit of a goblin feel which | 
thought worked well for minions. The battle claws 
had to look a bit like Metalbeak’s but less potent with 
smaller, less threatening blades and also less ornate 
yet still scary. — Dale Mackie @ @ 
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C(:. design Nyra, the brief I was given was “unleash your inner bitch” 
I'm not sure if Grant and Simon were trying to tell me something, but 
villains are always fun to design so I wasnt about to object. The main 
goal was to figure out what made her a distinctive and superior Tyto 
owl. This needed to be in her feathers and actual markings, rather than 
anything she wore. We knew early on that her feathers would be almost 
completely white, but it took some reference hunting to find some owls 
with unusual feather partings. This is where the idea for her forehead 
markings came from, which was then painted red to match the colour 
of the Pure Ones. — Vivienne To 


ART OF LEGEND OF THE GUARDIANS 87 


THE 


We wanted to 


] was inspired wit 


more 


characte 


give Metalbeak a menacing and peculiar looking custom helmet 
h the shape of a “bird skull” and tried to incorporate into ita 


organic, gothic and asymmetrical structure which corresponded with the 


rs twisted mentality. - Patrick Awa 


As the villain of the movie, Metalbeak was a lot of fun 

to work on. He's a Greater Sooty Owl, which are quite 
distinctive with their spotted markings and large dark 
eyes. It was decided early on to play up his eyes, as they 
are so different from most other owls and his injured eye 
was also made to bea different colour. There was some 
initial exploration into how old and battered he might 
look. One of my first passes ended up looking more like 
road kill, so we knew that was going too far. The main 
challenge was trying to make him look old and regal, yet 
also evil and battle-worn. He needed to look like a leader 
who could easily strike fear into the owls and bats that he 
commanded. I gave him thicker feathers around his neck 
and chest (based on some reference of raven feathers) 
which became almost like a lions mane and really helped 
give his character a sense of strength. Patrick Awa did 
come fantastic concept designs of Metalbeak’s helmet, 
which I developed to integrate the symbol of the Pure 


Ones. —Virienne To 
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1 € ¢ I imagined Kludd to be a bully and bitter older brother - just like 
some of us might have in our life too! I gave him spikey short hair 
and a “faux hawk” and added a little extra weight to his body. These 
slight changes help Kludd exercise his dominance to Soren and 
Eglantine - reminding them just whos ‘big brother. — Patrick Awa » ? 
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Jatt and Jutt were villains in Lasky’s novels but were not actually Pure 
Ones. As we consolidated the Pure Ones with other villains during 
story development, we felt we needed to keep Jatt and Jutt present in 
the story. So we theorised that even though Pure Ones are Tyto owls - a 
small set of species under the genus Tyto, they would also recruit larger, 
non-Ilyto species as muscle. These collaborators would paint themselves 
in Tyto colours, using red ochre and chalk. Jatt and Jutt were oversized 
Long-Eared Owl twins, their design evolving from a series of sketches by 
Patrick Awa that were meant to evoke something between a primitive 
warrior and a clown. — Simon Whiteley 
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‘YOUR PARENTS AND FAMILIES HAVE ABANDONED YOU. BUT 
BY THE MERCY OF GLAUX YOU HAVE BEEN RESCUED AND 
BROUGHT HERE TO ST. AEGOLIUS. IN TIME YOU WILL COME TO 
BE GRATEFUL FOR THE KINDNESS SHOWN TO YOU. YOU SHALL 
REPAY THAT KINDNESS WITH LABOUR.” 
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St. Aegolius, or St. Aggies for short, was conceived as an ancient 

owl monastery that had been ransacked and repurposed by the 
Pure Ones into a Dickensian workhouse. It is hidden deep ina 
desert canyon, and for a brief sequence we see our kidnapped 
owlets being flown through a series of confusing tunnels in order to 


reach St. Aggi 


55 


es entrance. Although the owls could probably find 


amore direct route to St. Aggies, we thought that the kidnappers 
would want the young owlets to be as disoriented and frightened as 


possible before they were indoctrinated. — Grant Freckelton 
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Sgies as our young, captured 
7 . , 4 ‘ 
owls see it for the first time. It was painted overa 3D grey render then match-modeled to fit my Snot Lhad 
to create a menacing feel to the rocks, one that was a real contrast to the happy environment of the Si. 
home they had just left. One of my favourite sequences in the film. - Nathan Hughes . 
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Grimble is a Boreal Owl, which is a small but stout species. We 

wanted Grimble to be short but tough, as if there's solid muscle 

under those feathers. He needed to hold his own, particularly 

when fighting much larger adversaries. One detail which you 

barely see in the final film are the leather straps around his feet. 

They didn’t really serve any defined purpose apart from hinting 

at some sort of owlish version of boxing straps, although we had 
theorised they could prevent chafing when carrying owlets on 

long flights. Sometimes these little details merely need to look 
convincing, without serving any logical purpose. — Grant Freckelton yy 
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K The St. Aggies library was conceived as a place that would represent theq 
\ ‘wisdom, as well as a respect for knowledge and the History of Ga'Hoole. This was where he would secretly train 
Soren and Gylfie in the techniques of flight. It was a grand yet dilapidated interior. It had to seem inaccessible 
since the Pure Ones had attempted to barricade the entrance and make sure it was off limits to any curious owls. 
All the books in the library were designed so they could lift off the shelves vertically by their spines. Being a world 
populated by owls every prop had to be made by owls for owls. — Brad Greenwood * »>D> 
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The Pelletorium displays St. Aggies trademark angular 
architecture. We wanted the shapes in Aggies to be 
aggressive and simplistic, to suggest the motivation 

of the Pure Ones. Chiselled dark rock surfaces and 
looming carvings helped make this a frightening place 
for the orphaned owls. All the carvings had some 
meaning. For example, all the columns around the 
circumference of the pelletorium mark the cycles 

of the moon, suggesting the previous occupants 

may have used the space to study astronomy. Nyras 
quarters overlooked the ‘factory floor and were high 
and secluded giving her privacy to indoctrinate the 
young Tytos into a life of service to the Pure Ones. We 
embellished it with detailing to imply a sacred celestial 
geometric relationship between the quarters, the 
chamber below and the massive Hagsfiend statue in the 
centre. This sort of detail helped give the sets a sense of 
other-worldly history. — Brad Greenwood 
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(( The Glaucidium is the open arena where 


our young owlets are forced to sleep under 
the light ofa full moon, thus becoming 
‘moonblinked: Moonblinking is an entirely 
fictional concept from Lasky’s books, which is 
a mix of brainwashing and sleep deprivation. 
Although St. Aggies is mostly subterranean 
we needed to make this space open, basing 
the overall shape on a water eroded crater 
with a sculpted, moondial like structure in 
the centre. Like the Pelletorium, we wanted 
to give the place a Stonehenge quality, as if 
ancient owl druids once performed esoteric 


Ow] rituals here. - Grant Freckelton > 
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c{ Baby owls are the weirdest looking little 
guys. Disheveled and wide eyed, they 

| had to perform, zombie-like, under the 
influence of being “moonblinked”. We 
referenced a lot of images from Victorian 
workhouses, and getting them to carry 
things and perform their tasks was a real 
challenge. — Don Ezard 
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DESERT OF KUNEEBE OL. An early idea was to set the 


final battle above a pristine 
Eucalypt forest. Some of 
Dan Hee Ryus concept 
images illustrate The Beaks 
as they might of been if the 
Pure Ones had not set them 
alight. — Grant Freckelton 


SW 


r¢ The Beaks location had to appear very treacherous, even in the distance. It was important to choose rock eee or oat 
Xaccentuated this dangerous and unsettling feeling, almost giving the appearance ofa huge set of sharp rae ga t : F ae " 
fly into The Beaks, giving us the opportunity to show how these hazardous rock pillars are tightly clustere in mn a 2 ; ic ; 
with drifting layers of deceptive mist. The Kakadu inspired the foreground flood plains, then littering with dead an es 
trees, added to the perilous nature of entering The Beaks. Although many photographic rock elements Were reference Heh this 
environment, I still found it best to do a lot of hand painting of the final rock formations and surrounding mountains in order 


to create the desired look for the film. — David Woodland 
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Metalbeak’s stronghold is hidden ina 
landscape of hollow, jagged, limestone peaks 
surrounded by scorched forests. Guard 
Towers, Fleck ipietoune and the imposing 
Stone Palace were all carved by the Pure 5 
Ones, from the ceiling down rather than the 
floor up. From here Metalbeak and Nyra plot 
to destroy the Guardians and take the Island 


of Ga'Hoole. — Simon Whiteley > 
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ered elements. First the photograph of a rocky mountain was treated 


Palace. After that, 3D occlusion render was added on top 


of the resha 


e A “ : slici 
ped mountain, to give extra detail and depth utilising t 


he actual St 


one Palace geometry. — Yuko Takashita 
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an important part of the Pure Ones 

“secret weapon to defeat the Guardians. It was basically huge vessels 
containing piles of electromagnetic material farmed from owl pellets 
at St. Aggies. There were three vessels mounted in a triangle of towers. 


Each vessel had a covering t 


system of pullies and ropes, he 
design problem was that this would be a sophisticated mechanism 


even for super intelligent and dexterous owls. We had to be careful 
to give the device a crude veneer, using natural elements yet make the 
engineering seem believable. — Brad Greenwood 


The Fleck Mechanism was 


hat would be opened simultaneously bya 
nce releasing the magnetic power. The 
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| make a helmet? Would they use leather? Surely 
h to protect an owls head from even the hardest 
of knocks. Leather to an owl is like metal to us, right? These were a few 
things running around my brain while working up these designs. I tried 
incorporating pieces of bones and feathers as it seemed like somethin 
an owl might do. Eventually the designs became much more elegant : 
and refined as it was decided that Ga’Hoolians would be capable of 


highly detailed master craftsmanship. — Chris Georgiou 
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(( We knew aerial dogfights between the Guardians and Pure Ones 

were going to be very important through out the film, and there 
were discussions exploring how owls could “gear-up and “use 
their battle helmets and claws for this purpose. This is one of the 
series of sketches trying to visualise how they might fight with 
battle claws in their unique fencing style. It almost looks like 


acrobatic dancing in the air. — Patrick Awa Di 


¢ STkeams y 
5h hy ovemes, 
was t 


Advanced, Owl Martial Arts 


Srohkters 
Geel ics Ae ont ch 


50 that they can -take ad vantage As 
“Air_ctreams "” occured by the © ppor nents 
movement, ride of use Streams to 
tnhance th ei't- Spted o¢ their 


evasion of ever 

( witt ie makin $3 pw ay Raia: 
T's kind of like wergh! , 
that can parry Sy nttach 5 oating éothey 


They [ook almost like gracedul dancers ih-the ary 


“Att a Stheaws" 
’ 


i) 
put 


(( It was these early battle concepts that piqued Zack's interest in Ga'Hoole as a ry. Oug4 

intention was to illustrate dynamic action that utilised a limited array of ow]-made Pay a 

weaponry, such as battle claws and buckets full of hot coals. Our full colour illus rations 
referenced aviation combat footage, particularly WWII dogfights, with fiery embers ak 
the place of tracer fire, and our different owls flying and fighting with their own style. V [ 
thought of great grey owls as Lancaster bombers, while smaller owls would w iz aroun 
like Spitfires. We wanted to make the battle concepts seem fantastical, but with < 
familiarity so that the observer might be able to imagine how the battle woulc soos 


fully animated. — Grant Freckelton D> 
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THE ART OF LEGEND OF THE GUARDIANS 


Lighting an animated movie can be an artistically and technically complex process, with a large tearm otartists working under pressure 

at the back end of the schedule. We needed to minimise creative iterations when we were at our busiest, so it was important for us to 
explore the lighting look of each scene well before it reached the lighting department. A handful of artists would illustrate three or four 
key angles of a scene, establishing the lighting and mood of a scene well before it went into production. We would take inspiration from 
a variety of sources, particularly films and paintings. The works of Peter Greenaway and Ridley Scott were influential, as well as artists 
from the Hudson River School. The philosophy was to enhance the drama of the scene through beautiful imagery and to use atmosphere, 
graphic layering, strong directional lighting and saturated, earthy colours to keep the film fantastical and mythical yet still grounded in 


the natural world. — Grant Freckelton > 
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By the end of the film a new legend is created. The end credits retell this story as if 
oy pol performed in a shadow play by the little owls of the Great Tree. Because the film is made for 
3D, I wanted to play with z space in what would normally be a2D medium — shadows ona 
screen, creating a 3D title sequence that also needed to be legible in 2D. When viewing the 
} sequence in 3D it is as though the screen is transparent and the cutouts are on a stage with 
2 depth and atmosphere. The credits themselves are based on the written calligraphy of the 
Owls, but a human, legible version. For international language versions I made it into a font 
called ‘GaHooligan! — Felicity Coonan 
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